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UT2004 bots made easy!

Pogamut 3

Lecture 1 — Gentle introduction
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Agents and virtual worlds

Ilnaccurate
Non-complete
Information

Perception (P)

Action (A)
Actions mail fail!

Dynamic world

Agent’s action selection is a function: f(P,S) ->A xS



Pogamut 3's agent
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Gavialib architecture

_F“i will respond with appropriate messages.
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Text messages

Implementation of world view that is
updated by events. Updates objects
by events.

WorldAdapter implements
mechanisms that are not supported
by the real world.

Wrapps the communication thread.
Once started it takes messages
from the translator and gives

them to the WorldView.

Handles the GB protocol. It can also
agregate more messages into one
or more (n:m mapping).

Translates the text messages into
Java wrapper objects (InfoObjects).

Reader and writer container.

“Legend: ‘Gavial library

Pogamut optional classes

' Y}'je)q parser ganliﬁltad from the XML definition
of the GB2004 protocol
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How the bot can see?

#Navpoints = 100 - cca5000




WorldView

WorldObject
WorldEvent

WorldObjectEvent




The agent has
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Empty bot (web)



Important

WorldView
getWorldView()

getWorldView().getAll(Player.class)
Class NavPoint
Class Player
Act

getAct()

getAct().act(new RunTo(...))

getAct().act(new Turn(...))



FollowBot

Let’s create simple follow bot!



Homework

Install Pogamut3
Create a simple bot that is able to run

randomly around navpoints
You have to read about
command GetPath()
Class Path()
Listeners
Weak references! Store pointers!



